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1. M EET THE VIDEO 
ARCADE™ HORSES 

Welcome to the VIDEO ARCADE Stables. It's time for you to 
meet the lively thoroughbreds waiting inside this game car- 
tridge. This spirited bunch of hoofers NEVER miss a race. 




In the lane at the top of the 
playfield is "Little Dictator" 
Little Dictator has a mean 
streak that surfaces every 
now and then. Once, after 
losing a race, he ate the en- 
tire grandstands. 



The horse in the next lane 
was aptly named. "Just 
Missed" just missed every 
race he had ever entered 
before coming to our stables. 
Now he's as dependable as a 
horse could be. He doesn't 
win every race, but he never 
misses one. 
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"Absent Mind" occupies 
the third lane down. He 
tends to forget things occa- 
sionally. One time during a 
race he completely forgot 
what he was supposed to 
be doing and ended up sell- 
ing programs to the spec- 
tators lined up at the railing. 



The horse at the bottom 
lane of the playfield is the 
pride and joy of the VIDEO 
ARCADE Stables. "Lucky 
Devil" is his name. He's 
become so wealthy from 
winning races that he now 
lives at the infamous 
"Horse Heaven 
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Penthouse". At Horse 
Heaven, he sleeps in a 
hoof-shaped waterbed, 
dines regularly on caviar- 
flavored oats and carrots 
and drinks champagne 
while lounging in his Gucci 
loafers and satin dinner 
jacket. 



So now you know a little 
about the VIDEO ARCADE 
team of horses. You can go 
against them in any one of 
the six games, or you can 
pick one of them as your 
own mount. Who knows? — 
You may end up in Horse 
Heaven yourself some day. 



2. OIMECT OF THE GAME 



The object of STEEPLE- 
CHASE is to be the first 
player to advance your 
horse to the right side of 
the screen display. Each 
horse gallops at a given 
speed from left to right. 
While the horse gallops, 
hurdles of different sizes 
approach the horse from 
right to left. Your task is to 
jump and clear the hurdles, 
and get your horse to the 
right side first. 



As you are jumping each 
hurdle, your horse actually 
has no motion from left to 
right. Whenever you hit a 
hurdle your horse loses 
some horizontal position 
(distance) while it falls to 
the ground and gets up. The 
higher you jump your horse, 
the easier it is to clear all 
hurdles. However, the 
higher you jump, the more 
time it takes to clear the 



hurdles, and the more time 
it takes to reach the right 
side of the screen. 

The height of a jump can be 
set by adjusting the height 
indicator bar which is 
shown in Figure 1. There 
are four height settings. 
Each horse has its own 
height indicator bar. To 
learn how to adjust the bar 
and to control and jump 
your horse, see USING THE 
CONTROLLERS, Section 3. 




Figure 1 
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The speed ol the race 
starts off slow, and in- 
creases when the leading 
horse: 

(1) gets about one-third of 
the way across the 
screen, and, 

(2) again when the leading 
horse gets two-thirds of 
the way across. 

A game ends automatically 
when the game clock 
reaches 3:00 and none of 
the horses have made it to 
the right side. All six games 
can be played by one to 
four players. If less than 
four players pick a horse 
before a race starts (see 
USING THE CONTROL- 
LERS), the computer will 
control the other horse or 
horses. 

If players want to compete 
against each other only, 
they should play against the 
computer horses in Games 
1 and A. In these games the 
computer horses' perfor- 
mance rating is "poor", so 



they are essentially out of 
the race and you are free to 
race each other. 

If one or more players want 
to race against the com- 
puter, play against the com- 
puter's horses in Games 2 
or 5 ("good" performance 
rating), and Games 3 or 6 
("excellent" rating). Be sure 
to read GAME VARIA- 
TIONS, Section 5. for a 
complete description of 
each game. 

You already know that the 
next section (USING THE 
CONTROLLERS), describes 
how to control your horse. 
Read Section 4, CONSOLE 
CONTROLS, to find out 
how to select a game 
number, as well as how to 
start a game. 

The GAME SELECT 
MATRIX at the back of the 
booklet provides a quick 
breakdown of the game 
variations for each game 
number. 



3. USING THE CONTROLLERS 



Use your Standard Paddle 
Controllers with this Tele- 
Games® Cartridge. Be sure 
the controller cables are 
firmly plugged into the con- 
troller jacks at the back of 
your Video Arcade. Four- 



player games require an ad- 
ditional set of Paddle Con- 
trollers. Hold the controller 
with the red button to your 
upper left toward the televi- 
sion screen. 
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See page 4 of your owner's 
manual for further details. 




Figure 2 

Before each race begins 
(see game RESET switch, 
Section 4, CONSOLE 
CONTROLS), each player 
has four seconds to press 
the red controller button. 
This will place your horse 
the race. Otherwise the 
computer will control the 
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horse. Notice that when you 
press the controller button 
your horse changes from a 
sitting position to a standing 
position. 

After the race begins, press 
the red controller button to 
jump your horse. Turn the 
dial on the Paddle Control- 
ler to select one of four 
height settings of the height 
indicator bar. To clear the 
widest hurdles, you must 
use the highest height set- 
ting. Use lower height set- 
tings to clear the small 
hurdles. 

NOTE: Beginners should 
set the height indicator bar 
to the highest setting for all 
hurdles until they get the 
feel of the game. 



4. CONSOLE CONTROLS 



GAME SELECT Switch: 
Press down the GAME 
SELECT switch to choose a 
game. As you press the 
switch, the game number 
changes on the screen 
display. The game number 
is located toward the top, 
middle of the screen, as 
shown in Figure 1. 

Game RESET Switch: 
Use this switch to start 
each race. As explained in 
the previous section, after 




Figure 



the game RESET switch is 
pressed, each player has 



four seconds lo press the 
controller button and get in- 
to Ihe race. Each race 
starts with the sound of a 
gunshot. The time clock 
begins counting at the 
beginning of a race. Figure 
3 shows where the clock is 



located on the screen 
display. 

NOTE: The LEFT and 
RIGHT PLAYER SKILL 
switches have no effect in 
STEEPLECHASE. 



5. GAME VARIATIONS 



NOTE: All six games can 
be played by one, two. 
three, or four players. See 
USING THE CONTROL- 
LERS, Section 3. 

Games 1,2,3: 
The spacing between 
hurdles in these games is 
"uniform", meaning that 
the distance between all 
hurdles is the same, enabl- 
ing you to establish a rhythm. 

In Game 1 the computer 
horse or horse's racing 



ability is poor. In Game 2 
the computer horse's ability 
is good, and in Game 3 it is 
excellent. 

Games 4,5,6: 

In these games the spacing 
between hurdles is "ran- 
dom" meaning that the 
hurdles come at you with 
varying distances between 
them. In Game 4, the com- 
puter horse's racing ability 
is poor, good for Game 5. 
and excellent in Game 6. 



6. HELPFUL 



At first, it may be difficult to 
focus your attention both on 
the horse, AND on the 
height indicator bar. You 
may have a tendency to 
keep your eye on your 
horse toward the left side of 
the screen, rather than on 
the bar on the right side. To 
eliminate this problem when 
first playing STEEPLE- 



CHASE, set the height in- 
dicator bar to it's highest 
position and leave it there 
for the entire race. This 
allows you to get the knack 
of jumping the hurdles 
without having to worry 
about the bar. 

Later, when you "feel more 
comfortable about jumping, 
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you can switch your atten- 
tion to the height indicator 
bar. Naturally there is more 
than one method you can 
use to control your horse 
and the bar. You may 
develop a winning method 
of your own. 

One method is to quickly 
change your concentration 
from the horse to the bar 



and back to the horse. The 
trick here is not to linger 
too long on the bar and 
miss the hurdle. Another 
method you might try is to 
keep your attention mainly 
on your horse and use your 
peripheral vision to adjust 
the bar. This method can be 
especially helpful once you 
are used to adjusting the 
controller to move the bar. 



7. GAME SELECT MATRIX 



Game No. 


Computer 
Performance Rating 


Hurdle 
Spacing 


1 


POOR 


UNIFORM 


2 


GOOD 


UNIFORM 


3 


EXCELLENT 


UNIFORM 


4 


POOR 


RANDOM 


5 


GOOD 


RANDOM 


6 


EXCELLENT 


RANDOM 
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